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GAM0183 Game Programming 


Lecture 10 
Time Puzzles 


INFORM 7 Section 9.8 
“We never (ordinarily) deal in periods of time longer than a single day.” 
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When play begins, change the time of day to 2:29 PM. 


When play begins: 
say "[the time of day][line break]"; 
say "[the time of day in words]|[line break]"; 
say "[the time of day to the nearest five minutes in words]". 


When play begins: 
decrease turn count by 1; 
change the left hand status line to 
"[the player's surroundings] - Turns: [turn count]"; 
change the right hand status line to "Time: | time of day"; 
say "You have until 2:55 PM to figure a way out.{ paragraph break]". 


time pressure 


2:29 pm 
twenty-nine minutes past two 


half past two 
You have until 2:55 PM to figure a way out. 
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When play ends... 


When play ends: 


say "There will be another bus tommorrow. Visit a friend and stay 
the night.". 


Speed up elapsed time... 


1 minute -> 15 minutes per turn 


[fast time rule] 
The fast time rule is listed instead of the advance time rule in the turn 
sequence rules. 


This is the fast time rule: 
increase the turn count by 1; 
change the time of day to the time of day + 15 minutes. 
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implicit/undirskilinn 


INFORM 7 Section 17.32. Implicitly taking something 


When play begins: change the command prompt to "|time of day] >". 


2:30 pm >eat banana 
(first taking the ripe banana) 
You eat the ripe banana. Not bad. 


| 


2:31 pm > 


[this forces a minute to pass for any implicit taking] 
Rule for implicitly taking something: 


follow the advance time rule; 
continue the activity. 


2:30 pm >eat banana 


(first taking the ripe banana) 
You eat the ripe banana. Not bad. 


2 2:32 pm > 
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play 


zis the same as wait 


Every turn conditions... 


[A clue that hot food might be available to you at a future time.] 

Every turn when in the Foyer, say "You smell hot food coming from the kitchen.". 
[A clue that a ripe banana may become inedible in future. ] 

Every turn when the player can see the ripe banana, say "That banana should be 
eaten now before it becomes overripe." 


paver l Note: The hot food message is 
East is the Kitchen. not displayed if the player goes 
2:29 pm >z immediately to the Kitchen. 


Time passes. 

You smell hot food coming from the kitchen. 

2:30 pm >east 

Kitchen 

You can see a ripe banana here. 

That banana should be eaten now before it becomes overripe. 
2:31 pm >z 

Time passes. 

That banana should be eaten now before it becomes overripe. 


2:32 pm > play 
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Time pressure on eating the banana... 


A ripe banana is in the kitchen. It is edible. 


Every turn when the player can see the ripe banana and the ripe banana is 
edible, say "That banana should be eaten now before it becomes overripe.” 


At 2:00 PM: say "The church bells chime for 2 0 ‘clock."; 
now the ripe banana is inedible. 


1:59 pm >z 

Time passes. 

That banana should be eaten now before it becomes overripe. 

2:00 pm >z 

Time passes. 

That banana should be eaten now before it becomes overripe. 

The church bells chime for 2 o'clock. 

2:01 pm >z 

Time passes. Note: The advance time 
2:02 pm >eat banana rule is still in use. 
(first taking the ripe banana) 

That's plainly inedible. 


2:04 pm > 
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Changing the time of day... 


A person can be tired or energetic. The player is tired. 


Instead of sleeping when the player is tired: 

say "You doze off, then wake up feeling energetic’; 

now the player is energetic; 

change the time of day to the time of day plus 12 minutes. 


Foyer ' Note: Scheduled messages 

East is the Kitchen. ' appear unless additional 

1:55 pm >sleep ‘ conditions are written for them. 
You doze off, then wake up feeling energetic. i 

You smell hot food coming from the kitchen. 

The church bells chime for 2 o'clock. 

2:08 pm >sleep 

You aren't feeling especially drowsy. 


You smell hot food coming from the kitchen. 
2:09 pm > 


3:59am is late at night 
4:00am is early in the morning 


Instead of waiting in the Foyer: 
if the time of day is after 11:10 PM, 
say "It is late, well after your usual bedtime of 11:10 PM.". 


[The time will be 4am at the start of the next turn. |] 
After going to the Living Room for the first time: 
change the time of day to 3:59 am; 

continue the action. 


[The start of the day is taken as 4am. | 

Instead of waiting in the Living Room: 

if the time of day is after 11:10 PM 

begin; 

say "It is late, well after your usual bedtime of 11:10 PM."; 
otherwise; 

say "It is early, well before 7:00 AM, your usual time for getting up."; 
end if. 
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Foyer Note: Scheduled messages 
East is the Kitchen. North is the Living Room. appear unless additional 


3:30 am >z 
It is late, well after your usual bedtime of 11:10 PM. 


You smell hot food coming from the kitchen. 
3:31 am >north 


Living Room 


The Kitchen is south. 

4:00 am >z 

It is early, well before 7:00 AM, your usual time for getting up. 
4:01 am >z 

It is early, well before 7:00 AM, your usual time for getting up. 
4:02 am > 


additional conditions 
[A clue that hot food might be available to you at a future time. | 
Every turn when in the Foyer: 


if the time of day is after 4:05 AM and the time of day is before 4:10 AM, 
say "You smell hot food coming from the kitchen."; 
continue the action. 
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| 


: — 
Scheduling a future event... =? 
A timer is a kind of thing. A timer can be active or inactive. = 


An egg timer is a timer. The egg timer is in the Kitchen. "The egg timer is in the 
shape of a chicken. Pressing it will activate the timer." 


Understand "press [something]" as pressing. Pressing is an action applying to 
one thing. 


Before pressing: 
if noun is not a timer 
begin; 
say "You cannot activate that by pressing."; 
stop the action; 
end if; 


Before pressing: 
if noun is active 
begin; 
say "Already active and cannot be de-activated by pressing."; 
stop the action; 
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Scheduling a future event... 


Carry out pressing: 
say "A strong clicking noise is to be heard."; 
the egg timer clucks in three turns from now; 


now the noun is active. 


At the time when the egg timer clucks: 
say "Cluck! Cluck! Cluck! says the egg-timer.”. 


Kitchen 

The egg timer is in the shape of a chicken. Pressing it will activate the timer. 
3:31 am >press the egg timer 

A strong clicking noise is to be heard. 


3:32 am >z 
Time passes. 
3:33 am >z 
Time passes. 
3:34 am >z 
Time passes. 


Cluck! Cluck! Cluck! says the egg-timer. p | =) y 
Ore)! 


Scheduling a future event... 


alternatives to specifying the number of turns 


Carry out pressing: 

say "A strong clicking noise is to be heard."; 

the egg timer clucks in three minutes from now; 
now the noun is active. 


Carry out pressing: 

say "A strong clicking noise is to be heard."; 
the egg timer clucks at 3:35 AM; 

now the noun is active. 
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Allocating times... 


- so not everything takes 1 minute - 


Work duration is a number that varies. 


Every turn: 
[set the default time allocation to 1 minute] 
change work duration to 1; 


follow the time allocation rules; 
change the time of day to the time of day + (work duration minutes - 1 
minute). 


The time allocation rules are a rulebook. 


INFORM 7 Chapter 18: Rulebooks 
“A rulebook is a list of rules to be followed in sequence until one of them makes a 
decision. “ 


INFORM 7 has several hundred built-in rulebooks. 
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Allocating times... 


- so not everything takes 1 minute - 


[examining or looking takes no time at all] 

A time allocation rule for examining or looking: 
change work duration to 0; 
rule succeeds. 


[going somewhere takes 2 minutes] 
A time allocation rule for going: 
change work duration to 2; 
rule succeeds. 


[waiting takes 10 minutes] 

A time allocation rule for waiting: 
change work duration to 10; 
rule succeeds. 


[eating something edible takes 3 minutes] 
A time allocation rule for eating: 


change work duration to 3; a ru lebook 


rule succeeds. 
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Foyer 

East is the Kitchen. North is the Living Room. 

3:30 am >east 

Kitchen 

The egg timer is in the shape of a chicken. Pressing it will activate the timer. 
You can also see a ripe banana here. 

That banana should be eaten now before it becomes overripe. 

3:32 am >z 

Time passes. 

That banana should be eaten now before it becomes overripe. 

3:42 am >eat the banana 

(first taking the ripe banana) 

You eat the ripe banana. Not bad. 

3:46 am >look 

Kitchen 

The egg timer is in the shape of a chicken. Pressing it will activate the timer. 


play 
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INFORM 7 Section 12.2 How actions are processed 


Typed commands “Try” phrases 


The boxes represent rulebooks. 


Can we see or touch things? 


eee ee 


Success! 


ee ee ee eee ee eee eee ee eee eee ee ee me ee me eee eee ee eee 


Stop here if trying “silently” 
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INFORM 7 Section 12.2 How actions are processed 


Blue boxes hold the mundane, everyday rules - the generic ways that 
particular actions behave. 


Every action provides these: "Check" rules, to see if it makes sense - 
for instance, to see that the player is not trying to take his or her own 
body, or a whole room, or something he or she already has; 


then "Carry out" rules, to actually do what the action is supposed to 
do - in the case of taking, to move an object into the player's 
possession; 


and finally "Report" rules, which tell the player what has happened - 
perhaps printing up "Taken." 


“io debug a timing problem in an INFORM 7 game, you might have to pay close 
ı attention to the order in which rulebooks are executed. 


Lee ee eee ee ee eee eee ee ee ee ee ee ee ee ee ee ee ee ee ee ee ee ee ee ee ee ee ee Be ee ee ee ee ee ee ee ee ee ee eee eee ee a 


— 


INFORM 7 Section 12.2 How actions are processed 


e When expert INFORM 7 writers create new actions, 
they will also write new checking, carrying out, and 
reporting rules. 


e Less experienced INFORM 7 writers will take a less 


systematic approach and rely more on writing Before, 
Instead, and After rules. 


Check polishing: 
if noun is not a motorbike then say "You cannot polish that." instead. 


Check polishing: 


if noun is polished then say "No point in polishing twice." instead. 


Report polishing: say "That shine looks good." 
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